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Tales of Adventure 



how to use me program 

RETURN or ENTER 

Whenever you make a choice or type information into the computer, 
you must press RETURN (if you are using an Apple® or Commo- 
dore 64® computer) or ENTER (if you are using an IBM computer). 
This tells the computer that you are ready for it to go ahead. 

Table of Contents 

When you are given the Table of Contents, use the arrow keys to 
choose which feature you want to go through, then press 
RETURN or ENTER. 

<- (Back Arrow) or DEL Key 

If you catch a typing mistake before you press RETURN or ENTER, 

use the *- (back arrow key on the Apple or IBM computer) or the 
DEL key (on the Commodore 64 computer) to erase it. Then retype 
the correct letter or number. 



ESC orC= to Quit 

If your choices lead you down a path that you've taken before, 
and you don't want to explore it again, press the ESC key (on the 
Apple or the IBM computer) or the C= key (on the Commodore 
64 computer) when you reach a decision screen. You can then 
return to the beginning of the program and find a new path in 
the story 

S to Skip 

The S at the bottom of some screens in Adventures in the Microzone ™ 
offers a skip option. If you press S you will skip ahead to the next 
decision screen. You should only use it to avoid screens you've 
seen many times before. Skip ahead to a decision screen and then 
branch in a new direction. 
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ADVENTURES IN THE MIC R OZONE ™ 

You've lived your whole life in the big time. But now you're going 
to the Microzone, a place where people and objects are small — 
really small. At first you may have fun exploring. When your own 
cat starts making eyes at you, though, you know it's time to get 
big again — fast — before your cat laps you up for breakfast! 

Getting big again is no small task. So prepare yourself. When the 
screen starts getting wavy, you're going to have some big decisions 
to make. 

NORTH WOODS ADVENTURE 

Your vacation in the Northwoods may not be relaxing, but it'll 
sure be a trip to remember. Hungry brown bears, deadly quicksand, 
and other perils demand that you stay on your toes every minute. 
You'll have many decisions to make as you journey through the 
Northwoods. Your decisions will lead to surprising plot twists, and 
to many different endings. Be adventuresome — if you dare! 

A true adventurer never sets out on an expedition without some 
tools of the trade — and neither should you. You'll be asked to 
choose from several different objects. Each may help you escape 
some close calls, so choose wisely! 



FUNSTUFF 



Flowcharting 

Flowcharts are tools used by software designers and developers 
to help them plan their work. 

Study the three types of symbols used in flowcharts. When you 
understand how they work, try to flowchart parts of Northwoods 
Adventure and Adventures in the Microzone™ You may want to 
use flowcharts to plan your own branching adventure stories. Here's 
an example of how one might start: 



C ) = begin or end program 
I I = information 
<^> = decision called for 



"A Day in my Life" 



C 



START 



Decide to go sailing 



Storm comes up 



1. Wait for 
storm to pass 




Meet sailors on wharf 



continued . 



1. Go with them 
next vacation 



They invite you to sail 
with them sometime 




2. Don't go 



Have many adventures 



Become a world- 
traveled sailor 



Build a model sailboat 



Model sailboat sinks 



C 



Become a great 
submarine builder 



MORS ADVENTURES . . . 

Once you know how to flowchart, you can create new paths for 
Adventures in the Microzone™ and North woods Adventure. 

What other obstacles might a two-inch tall person run into in 
his or her own house? If you think Yonkers the cat was scary 
once you've entered the Microzone, take another look at those 
goldfish. 

There are lots of other creatures lurking about in the Northwoods. 
Put them into your new paths. Add new objects to take with 
you — a flashlight might come in handy if you're stuck out in the 
woods at night. 

When you've made up your own stories, let your friends and family 
read them. This time, their decisions will tell your tale. 
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